n the plane of Kylem, there is no greater 
honour than to be crowned a joint victor of a 
tournament in Valor's Reach. On this plane 
of sporting competition, teams of two do 
battle in the arena of Valor's Reach, to fight 
spectacular battles that draw audiences 
from all across the plane. 


IN THE ARENA 
MORPHIC ARENA 


Valor's Reach is built to ensure that each fight is a unique 
spectacle. To ensure this more than just with a changing 
roster of competitors, the arena shifts to resemble different 
natural biomes, to include alternating hazards, and has a 
variety of creatures ready to be unleashed on the 
competitors. These shifting environments impose the 
following effects: 


e Standard Arena - No additional effects. 

e Plains - The grassy ground decorated with rocky 
outcrops provides no additional effects. 

e Island - The arena includes several rocky crags and 
pools, each at differing levels above the ground. There 
are 2d6 pools, each of which are 2d6 x 5 feet wide and 
2d6 x 5 feet deep. There are also 1d8 rocky spires 
which can be scaled with a DC 13 Strength (Athletics) 
or Dexterity (Acrobatics) check. The arena is suspended 
over a 20 feet deep pool of water covering the ground. 
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Swamp - The arena is abound with marshy ground and 
toxic fumaroles. The arena includes 2d4 20-foot radius 
areas of swampy ground, which count as difficult 
terrain. 2d8 toxic fumaroles also appear. A creature that 
starts its turn within 10 feet of one must succeed ona 
DC 14 Constitution saving throw or be poisoned for one 
round. 

Mountain - The arena consists of a number of floating 
platforms at various altitudes, some sporting lava pits, 
and others with lava that cascades down onto other 
platforms. The arena includes 3d4 floating platforms. 
Each platform either includes cascading lava or 1d4 
lava pools. Jumping from one platform to another 
requires a DC 13 Strength (Athletics) or Dexterity 
(Acrobatics) check. The platforms are suspended at 
least 20 feet above a pool of lava covering the ground. 
Forest - The arena becomes overgrown with thick 
foliage. Movement is difficult except in a few clearings, 
encouraging contestants to blast their way through the 
trees with some of their more powerful magic. The 
forested areas count as difficult terrain, with 1d6 20- 
foot radius open clearings that do not. 

Flooded - The arena is submerged in 50-foot-deep 
brackish water. 

Platforms - The arena includes 3d6 floating platforms at 
various altitudes. Jumping from one platform to another 
requires a DC 13 Strength (Athletics) or Dexterity 
(Acrobatics) check. The platforms can be raised up to 
50 feet above ground level, and adjust height at random. 
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RULES OF ENGAGEMENT 


Competitors seeking to do battle in the arena at Valor's 
Reach must do battle with the following rules. Breaking 
any of these rules can result in disqualification if witnessed 
by the homunculus referees. 


Two HEADS ARE BETTER THAN ONE 
Contestants in a tournament at Valor's Reach are required 
to fight as teams of two. A team must simply be two 
creatures that remain present for the entirety of the fight. 
For example, a Ranger with an animal companion can 
count as a team, as can any other player character with a 
NPC, such as a Warlock Wizard with a conjured familiar, 
provided the familiar enters the battlefield with them. 
However, a Druid with a summoned elemental only counts 
as a viable team if the elemental was summoned before the 
fight has begun. Teams may also consist of two player 
characters. 

Each team is likely to have developed tactics utilising the 
two competitors’ abilities that work best with one another. 


POINTS AND VICTORY 

Battles in Valor's Reach are won by scoring points either 
for hitting one's opponents, or providing a spectacle by 
doing so. When one team is reduced to zero points, their 
opponents are declared the winners. Each team starts with 
the same number of points (the number of which can vary 
depending on the planned length of the game), which are 
lost if any of the following happen to a competitor. 


e Being grappled, paralysed, prone or stunned for 1 round. 

e Suffering excess of 20 points of damage from one spell 
or attack. 

e Being incapacitated. 


Fights in Valor's Reach are not to the death. To ensure 
their safety, most competitors wear items of similar effect 
to a Periapt of Wound Closure. 


STYLE AND PIZZAZZ 

Style Point fights last for a number of rounds chosen prior 
to the match, at the end of which, the audience throws 
confetti to the team that has impressed them the most, who 
are declared the victors. Impressing the audience can be 
done through risky and daring manoeuvres, casting 
impressive spells (such as evocation or illusion spells above 
3-rd level), or scoring impressive hits (critical hits). Magic 
items that draw attention to competitors, such as glowing 
weapons or armour, are also guaranteed to draw attention. 


FIGHTING ARENA BATTLES 

The most popular type of battle in the arena of Valor's 
Reach consists of two duos going up against each other. 
These battles are augmented with changes to the arena's 
terrain, and the occasional introduction of beasts into the 
combat. Battles in the arena may however take many other 
forms, such as: 


e One team versus a powerful beast (fought until the 
competitors or beast are incapacitated). 

e Melee of up to four different teams (the last team with 
points remaining or the team that gains the most style 
points are the victors). 


For a tournament, consider having a first round 
consisting of four different duo fights, then two semifinals 
each with two winning teams of the first round, then a final 
between the two teams that won the semifinals. 


BEASTS OF BATTLE 


Creatures introduced to add more excitement to a battle 
can be any beast or monstrosity of the appropriate CR that 
it would be a difficult fight for one of the teams involved in 
a battle. This way, the creature should provide little 
challenge if both teams work together to fight it, but can 
open opportunities for one team to gain the upper hand if 
the creature focuses on their opponents. 


REFEREES 


Tournaments in Valor's Reach are presided over by a team 
of homunculus referees. These homunculi serve as judges 
of fair play, and defenders of the audience from wayward 
spells, projectiles, or thrown competitors. Homunculi do 
not have mouths, so communicate mostly with sign 
language, a language also known by all adults on Kylem. 


ARENA HOMUNCULUS 


small aberration, lawful neutral 


Armor Class 11 
Hit Points 55 (10d8 + 10) 
Speed 3 Oft. 


STR DEX CON INT WIS CHA 
9 (-1) 13 (1) 12 (41) 17 (+3) 15 (+2) 10 (+0) 


Skills Arcana +5, Insight +4, Perception +4 

Condition Immunities charmed, frightened 

Senses passive Perception 14 

Languages understand common but can't speak, 
sign language, telepathy 12Oft. 

Challenge 4 (1,100 XP) 


Spellcasting. The arena homunculus is a 6th-level 
spellcaster. Its spellcasting ability is Intelligence 
(spell save DC 13, +5 to hit with spell attacks). 
The arena homunculus has the following wizard 
spells prepared: 


Cantrips (at will): blade ward, mage hand, 
mending, message 


Ist level (4 slots): detect magic, mage armor, 
shield 


2nd level (3 slots): hold person, lesser 
restoration, see invisibility 


3rd level (3 slots): counterspell, dispel magic, 
revivity 


Actions 


Unarmed Strike. Melee Weapon Attack: +1 to hit, 
reach 5 ft., one target. Hit: 1 (1d4-1) damage. 


Reactions 


Contestant Containment. When an object, 
projectile, creature or spell would move past the 
arena homunculus, as a reaction the arena 
homunculus can summon a transparent arcane 
wall. This wall is a 40-foot-long, 5-foot-wide, 40- 
foot-high line, centred on the homunculus. Spells 
and objects cannot pass through this wall. A 
creature casting a spell on one side of the wall 
cannot target a creature or area on the other side 
of the wall. This wall remains until the start of the 
arena homunculus's next turn. 


WHAT'RE YOU BUYING? 


Merchants are a common sight in the stands of Valor's 
Reach, hawking wares in between matches that range from 
toffee apples to expensive potions. Potions sold in Valor's 
Reach typically use the following price range, though the 
arena's merchants are known to give discounts to their 
favourites and fans of their favourites, or hike up the prices 
for competitors going up against their favourites and their 
fans. 


POTION PRICES 


Potion Rarity Price 
Common 5O0gp 
Uncommon 150gp 
Rare 450gp 
Very Rare 1150gp 


One potion available in Valor's Reach, but rare elsewhere 
is the mana potion. Consuming a mana potion restores a 
number of levels worth of spell slots determined by the type 
of potion, shown on the table below 


MANA POTIONS 
Level(s) worth of slots 


Potion of... restored Rarity 
Mana 1 Common 
Greater Mana 1d4 Uncommon 
Superior 2d4 Rare 

Mana 

Supreme 4d4 Very Rare 
Mana 


RACES OF KYLEM 


The races present on Kylem can all be represented with 
existing player races presented in official material Azra can 
use the rules provided for tieflings in the Player's 
Handbook, elves likewise can use the rules provided for 
elves in the Player's Handbook, and can take either the 
High Elf or Wood Elf subrace. 

Humans can use the rules provided for variant humans 
in the Player's Handbook. Using this instead of the 
standard rules for humans allows more varied and 
specialised characters, to represent the training they have 
undergone for battling in Valor's Reach. 

Goblins on Kylem can be represented with the rules 
provided for goblins in Volo's Guide to Monsters, and Aven 
with the rules for aarakocra in the Elemental Evil Player's' 
Companion. 

All characters from Kylem start with Sign Language as 
an additional language. 
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